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WELCOME TO Don’t miss! 


Loo 


g elcome to the first 
issue of FirstLook, a 
digital magazine 


; ' ( where we introduce and detail 
mem the most exciting releases to 
appear on Xbox 360, 
1 PlayStation 3, PC and WiiU 

over the coming months. 

2013 will see new consoles from Microsoft and 
Sony, as well as the usual deluge of fantastic games. 
This month we've got a wide selection for you, 
including Gearbox's Aliens: Colonial Marines and an 
in-depth look at the next MMO revolution which 
will take the world by storm, Defiance. 

For your convenience, at the end of every 
preview there's a box which will take you directly to 
Preorder-iQ.com, so if a particular release takes your 
fancy you'll know which retailer is best to order it 
from in a flash, thanks to our new price comparison 
website. We're here to save you money and ensure 
you get the best deal, so tell us which games you're 
interested in via email below. 


MGR: Metro: 
Revengeance Last Light 


Aliens:Colonial Dead Space 3 
Marines 


Pre-Order DLC Round-up 
ii Must Haves 
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Cranberry Publishing Limited 
www.cranberrypublishing.com 

Publishing Director: Dave Taylor 

Email: dave.taylor@cranberrypublishing.com 
Commercial Director: Duncan Ferguson 

Email: duncan.ferguson@cranberrypublishing.com 
Telephone: 0117 986 6550 

Call Duncan to discover how e-publications can work 
foryou! 
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A - aiden has come a long way. The slicing mechanic with all elements of 
Zz one-time blond bimbo has been the gameworld, be it enemy or items in 
4 promoted to bombastic bad-ass the environment, able to be sliced up 


in Metal Gear Rising: Revengeance. Don't 
be put off by what we hope is the silliest 
name of 2013, as this stylish third-person 
4 action game still boasts the series 
\ a staples of crazy enemies, giant mechs 
and grand political conspiracies, only 
. now they're accompanied by gameplay 
more associated with games like Devil 
May Cry and unsurprisingly Bayonetta. 
| _ Making the most out of Raiden’s sword, 
Revengeance boasts a revolutionary 


av 


/ Click here for up-to-date 
prices and offers now! 
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with Raiden's impressive ninja sword. 

During key moments in the game, 
movement of the right stick determines 
the length and direction of slices, 
enabling combat to feel even more in 
touch with the player's commands. If 
any of this sounds up your street then 
be sure to check out the demo currently 
available on both Xbox Live and PSN. 
After this game you'll never think bad of 
Raiden again... m 
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METRO: was 
LAST LIGHT 


THE CEREBRAL FPS RETURNS 


. 
y THQO's own admission, Metro Spooky mutants still pollute the 
Be should've been much overworld, and the horrors associated 

more successful than it was. The with humanity's struggles are just as frank 
survival horror FPS featured a fantastic and honest as it was in the first game. 2 
post-apocalyptic plot, with humanity The Metro network has expanded with 
restricted to Moscow's underground communists and Neo-Nazis fighting Fo 8 } 
train network. The visuals and gameplay | tooth and nail for a mysterious cache < | 2 “ 
were so mechanically sound that really of weapons lost in the underground, ? + < 
the original was years ahead of its time. whereas the rest of the survivors just > ¢ 
Thankfully 4A Games aren't reinventing want to stay alive any way they can. — : Fi, se 5 } 
the wheel in Last Light, with the Sometimes exhilarating, always . . a % m 
campaign once again starring Artyom, fascinating, Last Light is perfect for those We —_ ad 
picking up moments after the end of who want more intellectual stimulation A = Tia 
the original. from a first-person shooter. m = 

> ; — 


STOP PRESS! 


As we were finishing off this issue we heard the sad 


news of the closure of THO. The Metro brand has now Click here for up-to-date 


been acquired by Deep Silver, and so we're hoping for prices and offers now! 
news of a release date for Metro: Last Light soon. 
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CRYTEK DIALS UP THE CRAZY 
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en it comes to empowerment 
no shooter gets close to Crysis. 
Every game in this series has 


armed players with the nanosuit — a tool 
which allows players to turn invisible, pick 
up enemies as if they were ragdolls and 
perform super-human feats of agility — 
and the third game is no different, with 
Prophet once again starring. 

Crytek are merging the successful 
settings of the previous two games, 
with New York becoming encased in 
a biodome which encourages natural 
growth. The result is that the urban 
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¥ 


playground players knew is now teaming 
with animal and plantlife, with both alien 
Ceph forces and shadowy corporation 
CELL still battling for Earth's spoils. 

The campaign will bring players up 
to speed on the 24-year gap between 
this entry and the previous game. 
Competitive multiplayer modes also 
return with the last man standing 
Hunter mode supplemented by free-for- 
all and team deathmatch options. 

Crysis is interactive sci-fi at its prettiest 
and most brutal, and the third game 
promises to be no different. m 
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Click here for up-to-date 
prices and offers now! 
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MUST HAVES 


As massive fans of Aliens, it was 
impossible for us not to place 
Colonial Marines at the top of this 
month's ‘Must Haves’ pre-order 
list. Gearbox has clearly obsessed 
over every frame in James 
Cameron's cinematic tour-de- 
force as they've made sure every 
weapon, enemy and locale on 
the doomed moon LV426 looks 
exactly as it should. It isn’t only the 
attention to detail that makes us 
excited though, as the four-player 
co-op friendly campaign will 


@ XBOX 


aa 


be devised so any characters 
you meet or audio diaries you 
inevitably come across will be as 
important as any events in the 
films. That's something licensed 
games can rarely boast, and 
makes this release something 
that no sci-fi fan can miss. Mix 
in some varied and exciting 
multiplayer action, which 

also features the possibility of 
playing as a Xeno, and you have 
one of the most anticipated 
releases of the year. 


that with a new urban meets 
jungle setting, a plot which is 
set in the far-flung future with 
biodomes encasing major cities, 
and characters which should 

be much easier to identify with. 
Expectations have been raised. 


There's no denying that Crytek 
make beautiful first-person 
shooters, but when it comes 
to weaving a good yarn their 
implementation can leave 
something to be desired. 
Crysis 3 goes a way to address 


old-school RTS to focus heavily 
on her internal conflict between 
what she has become and what 
she was. Expect easy-to-grasp 
RTS gameplay and the best cut- 
scenes in the business. 


The first expansion to StarCraft 


Il: Wings of Liberty wisely focuses 
on the insectoid Zerg and Queen 
of the Blades. Jim Raynor's old 
squeeze is more maniacal than 
ever and we're expecting this 


We'll be honest, we're going to miss 


BioShock’s Rapture, but /nfinite’s 
city in the clouds Columbia seems 
almost as interesting, with its 
neoclassical buildings, air balloons 


With Microsoft focusing almost all 
their energy on the next generation 
of consoles, this may be one of the 
Xbox 360's last exclusive titles, but 
that doesn’t mean People Can Fly 


Slowly but surely Rockstar is peeling 
back the veneer on their megaton 
sequel. Every month a new plot 
morsel is revealed, along with a few 
new screenshots, and the gaming 


The fact that Digital 
Extremes are making this 
gives us hope that they 
can break the bad Star Trek 
game/movie tie-in Curse. 
The studio has a history of 
making brilliant shooters, 
including the excellent 


Darkness Il, so we have faith 
this'll be a solid release. | 
mean c'mon, the campaign 
has you playing as Kirk and 
Spock for crying out loud! 


¢ = 


and Epic Games are going to do the 
platform a disservice. This prequel 
stars Baird, and we hope it'll show 
that Gears of War still has some 
interesting places to go. 


and groovy Skytrain. Here's hoping 
exploring this airy wonderland will 
be just as fun as its underwater 
cousin. One more thing, we'll miss 
those Big Daddies as well... 


masses are understandably lapping 
it up. Multiple protagonists, a bigger 
playable area than GTA IV, guns, cars, 
bikes... sign us up Rockstar, we're 
yours for the long haul! 


Activision’s Skylanders was 
the big surprise success 
of 2012. A game where 
you have real-life figures 
which you can scan into an 
actual game may sound 

like a gimmick, but it was 

a hugely successful one. 
Disney Infinity boasts the 

same mechanic, only with 
characters and licenses that 
everyone cars about. Tron 
better get a lookin... 
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An online shooter unlike any other 


his may seem like a hyperbolic This isn’t your typical invasion 
Tee tion, but the gaming | storyline though, as the blue and 
world really won't be the green planet's variety of domestic 
same after Defiance launches this governments struggle to negotiate 
April. The transmedia collaboration a deal to make a permanent home 
between the Californian developer for the new arrivals, with the aliens 
turned publisher and the Sy-fy kindly bargaining their advanced 
TRION WORLDS channel is certainly the most technology while the humans 
einer ambitious project of the year, witha | weigh up the value of their land. 
STORM LEGION massively multiplayer online game Inevitably negotiations between the 
and a big budget TV show tying visiting ‘Voltans’ and ‘The Man’ break 
wget hi into the same science-fiction down, causing a war to break out 
universe which sees a near-future over the Earth's future. This decades- 
Earth irrevocably colonised by ahost | long stalemate comes to a head as 
of different alien races. the aliens’ orbiting ‘Arcs’ are 


“A massively ue 


ie Hs eee and a 
ues et TV show tyi - 

€ same science- 
fiction universe” 
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Both armour and weapons are 
completely customisable. 


onto the Earth's surface irreversibly 


L\ seismic rifts and dramatic 
geographical changes. 


Sounds like the pulpy sci-fi of old 


right? Absolutely, and gamers will 


colonising the land, causing massive 


game has more than enough 
intriguing content and features to 


have a key part in the ensuing fallout shooter MMO framework, with 


i : of these vastly different organisms a 


suddenly sharing the same biosphere. 


Both the game and the show will 
focus on different locations and 


Slightly different times in this exciting 
new futuristic universe, key characters 


and events will weave seamlessly 


I players able to select their own 


open-world largely at their own 
leisure. There aren't any rigid class 


shuddering rocket-launcher or a 


warrant its own existence. Essentially 
Defiance follows a somewhat familiar 


weapon loadouts and explore a huge 


restraints, so players can equip which 
weapon they fancy, be it an ground- 


mysteriously sabotaged, crashing between both media entities. stubbomly precise sniper rifle - the 
Crucially that doesn’t mean you have 
to be invested in both though, as the 


choice, as they say, is yours. 

There is a grand campaign-arc to 
progress your customisable silent 
protagonist through, with a bunch 
of different story missions spread 
throughout the open world with fully- 
voiced cut-scenes, but really Defiance 
is all about third-person all-action 
combat carnage on a hitherto 
unprecedented scale. You see, servers 
can cater for hundreds of different 
players simultaneously, so while you're 
clearing out a base during a story or 
mission, it’s very likely you'll be joined 


by dozens of other players, with the 
IT’S SHOWTIME i number of enemies and challenge 
e ramping up to accommodate the 
increased number of participants. 
The core gameplay feels very 
organic with live action targeting 
and loot all proving a key part of the 


experience, much like a regular 
third-person action game. At the 


While the game takes place in San Francisco, the show takes 
place entirely in St. Louis. The series follows Jeb Nolan as the 
war veteran returning home to discover his city transformed 
into an unpredictable hive split between alien and human 
kind. This melting pot of political tensions sees the city 
renamed as Defiance — a kind of Wild West meets Star Trek 
mishmash with organised fighting, and town madams. 
Defiance is about as big budget as TV sci-fi gets with a 
vaguely recognisable cast, including the lovely Jaime 
Murray, and many individuals who formerly worked on the 
2004 reboot of Battlestar Galactica. 
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same time Defiance also boasts core 
MMO traits like levelling up, XP 
accumulation, visual customisation 
and bulking out a big skill tree. The 
result of blending these different 


Youremai accross STS De 


Players can spawn in their own chosen 

vehicle (be it buggy, truck or multi-person 
APC) at any time they wish, which means 
rolling possies are easy to establish. 


PREVIEW | 


é good, getting your game on their month three is better due to the increased 
userbase. We'd rather aim for the biggest number of people as possible. 


So if Defiance the show is a flop, how will that effect the game? 
Well, it'll effect itin the fact that the show is free advertising for us and we're 
really excited about the crossover elements, but we are, to very a real extent, 
developing the game alone. The game has to survive on its own andithas to 
be a good game, regardless of the show being around or not. 


Despite the fact that Defiance isa shooter, you guys are sticking 
rigidly to the third-person perspective. What were the reasons 

behind that? 

We're heavy into itemisation — the guns that you have, the outfits you get | 
and the headgear you get. We really wanted you to be able to see that 
progression. That really is a big part of these sorts of games—lookatallthe 
cool stuff! have. It'd be a shame if the players themselves couldn't see their 

own gear. 


systems results in a very accessible, 
immediately satisfying experience 
which gets more complex as you 
specialise your character. 

Events pad out the open world 
and range from fighting back sudden 
invasions by red insectoid monsters 
known as ‘hellbugs' to taking down 


human ‘Raiders’ driven crazy by the First and foremost Defiance puts all 
recent alien resettlement. The sci-fi its stock in the multiplayer arena, be it 
context for all this madness is fleshed teaming up with dozens of friends to 
out in dialogue and key lore locations | tackle missions and events or taking 
in the environment, but thankfully part in the competitive side of things. 
it's not forced onto the player like it At any time players can enrol in either 
would be in Mass Effect, instead it Battleground or Shadow Run match 
just adds a degree of colour and types — the first of which is simply 


ev) 


What extra contents planned post-release? As you're tied up 
with the show will you be adding new content into the show week- 
on-week? 


enemy strongho 


ds held by deranged 
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resonance to your actions. 
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team deathmatch and takes place in 
special instanced maps catering for 12 
players, whereas the second capture 
point-esque mode occurs in the open 
world, with the map growing larger 
and larger accommodating more 
points as new players join the game. 

Both modes allow player actions to 
feel as though they are important in 
the grand scheme, but for us Shadow 
Run proved more enjoyable, just 
because the player limit could bloat 
to beyond 40 players. That to us is 
where Defiance is at its absolute best 
with chaotic carnage overwhelming 
your senses, as vehicles, NPCs and 
gunfire rattle off from seemingly 
every direction. 

Overall, Defiance is a very wel 
designed, intelligent game where 


player convenience is prized more > 


Not week-on-week, as that’s a huge undertaking. We do have specific 
points we want to hit with story content but it’s not just contentit’s also 
game systems. We'll be adding more and more social systems like clan 
progression, resource collection and turning those resources into something 
even more valuable. 


Obviously a large component of the Defiance community willbe 
taking partin the game and watching the show, and the social 
aspects of the game would function as a perfect forum as a 
measuring stick for what people are interested in this universe. 
Will that feedback effect where the show is going? 

This was one of the things Sy-Fy was really excited about. We track data and 
we know instantly what people are doing and what they're not doing, as 
well as accumulating feedback on what they enjoy. For instance, what kind 
of missions are you completing? What NPCs are you interacting with a lot? 
What creatures are you killing? We can track all that and, particularly during 
the off-season, we're going to give all that information to the Sy-Fy channel 
and they can go into Season 2 with an idea of what people enjoy about this 
universe. Sure they can conduct surveys, but we'll have direct data. 
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highly than perhaps anything else. 
The ability to spawn in a vehicle at 
any time is a prime example of this, 
allowing players to quickly travel 
between events on their mini-map to 
story missions, point-to-point races or 
that intriguing bit of scenery placed 
temptingly on the horizon. 

This focus on accessibility is 
undoubtedly due to this release’s 
presence on both consoles and PC, 
and it's much better as a result. The 


2 "This focus on accessibility controls feel tight and responsive, 
. : whether playing with a keyboard and 
eupeeulecly due a mouse or a gamepad, and the online 
release s presence on of = framework is split between platforms, 
=——consoles and PC, and it's so one subset of the audience won't 


— much better ds a result” have an advantage over the other. 
Eee eee | oe Despite boasting an MMO-like 


multiplayer structure, Defiance won't 


@ ———— i meee} = require players to commit toa 
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monthly fee. Instead players will have 
permanent access to servers as Soon as 
they purchase a copy of the game - 
following a trail blazed by Guild Wars and 
The Secret World. New content like 
weapons, skins, vanity items and 
expansions will be available post-launch. 
All signs point to Defiance being around 
for years to come. Part MMO, part third- 
person shooter, Defiance is a multi-faceted 
experience which we suspect will take 
many by surprise when it launches in April. 


TV show be damned, Defiance the game is 


worth recommending all on its own. mm 


Click here for up-to-date 
prices and offers now! 
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ALIENS: COLONIAL.MA INES 
HANDS-ON 


PUB: SEGA Ym} y q ” 
DEV. GEARBOX SOFTWARE Rise and shine, Marines 


LAST GAME: BORDERLANDS 2 FE: a movie which is so beloved by the 


sci-fi adoring masses, a lot of questions 
remain unanswered in James Cameron's 
Aliens. Due to the cavalcade of errors which 


TWITTE ie spurred the production of Aliens 3, it would be 


PLATFORMS: PC, XBOX 360, 
PS3, WIIU 
ETA: FEBRUARY 12TH 


fair to say a number of themes remain ripe for 
sci cee ae exploration. Now we'te not talking about the 
on BC, PlayStation 3 gone sort origin of the Xenomorphs or anything as high 
Sbollhittp://biely/XBV37y concept as that (Prometheus blew that can 
mi ines pecnneeEs of worms open after all), we're talking about 
SMe Cee prime conversational fodder between proper 
ae movie geeks. You know, queries like: what 
| cannot wait for Aliens: would've happened if Weyland-Yutani sent in a 
Colonial Marines to come out s : _ 
next month! I love the Alin better-equipped marine core? What would of 
ee i paos happened if Gorman wasn't such an ‘asshole’? 
on cmes' on ny ! < 
Setting up my picture settings And the King Kamayamaya of al questions, 
the rightness and enor igh what if the company wanted the Marines to 
oceans Sia fail? If you're wondering what the hell we're 
jongo' : : 
Pre-ordered Aliens: Colonial talking about, go watch Aliens and come back 
Marines...wasn’t a fan of Bor- ! A 
derlands 2 or Duke Nukem ...3rd to us afterwards. We'll wait... 


times a charm gearbox? 


Thankfully 20th Century Fox aren't deaf to 


- 1 @Nioystic ; : : $ 
Also, Colonial Marines went these fan desires as they've given Gearbox : 
gold, right? Someone should 
send that this way to quench every resource and freedom they needed to 


* =] my thirst for Xenomorph blood. 


create a canonical first-person sequel to Aliens, 
TWEET US GGAMERZINES = jaking place 17 days after the events of the 
movie. The developer which birthed Brothers jf 
in Arms and Borderlands was given access to 
every asset they needed, including previously 
unseen Syd Mead concept art and they 
even had a chat with Ridley Scott himself. 
The result of this unprecedented access is 


LA = z wa 
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a campaign which takes players 
aboard the U.S.S Sulaco, down onto 
\V426 and inside the doomed town 
of Hadley’s Hope. Weapons, be 
itthe M41 Pulse Rifle, M56 Smart 
Gun, flamethrower or shotgun, all 
sound and function as they did in 
the movies with the Xenomorphs 
proving just as illusive and deadly. 
Gearbox has even implemented 

its own revolutionary lighting tech 
into the game's Unreal 3 engine 

~ tech to ensure that the titular 

= monsters blend effectively into 


~S/ darkened resin-covered walls. 


Potentially best of all, Gearbox has 
also made the intense, story-driven 
campaign fully co-op with four 
players able to drop-in and out at 
any time in the game. 

What will be really interesting 
with Colonial Marines though, is 


how Gearbox expands the universe. 


They've already confirmed that 
new Xenomorph designs will 
pad out the existing line-up with 
facehuggers, drones, queens, and 
runners joined by the ‘Spitter’, 
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which can project volleys of 

acid from afar, and the ‘Crusher’ 
which boasts a giant reinforced 
cranium. These inclusions may 
sound a bit ‘gamey’, but they are 
an example of how Gearbox aren't 
afraid of experimenting with the 
source material, and in order for 
Colonial Marines to stand out that’s 
absolutely necessary. 

Lastly, SEGA has also enrolled 
Section 8 developer Timegate 
Studios and Nerve Software to 
help craft Colonial Marines’ range of 
multiplayer modes, with players able 
to step into the assuredly disgusting 
Xeno exoskeletons themselves. 

There are several modes on offer 
including straight team deathmatch, 
an objective-based mode dubbed 
‘Escape’ with marines ‘bugging 
out’ while aliens hunt them down 
(think Left 4 Dead) and there's 
‘Extermination’ which sees Xenos 
defending potential bomb spots 
from Marine incursion. 

Again these modes may sound 
a bit too generic to be fun, but the 


rae DA a 
er , < A —- 
nature of the Marine versus Xeno 
combat means that gameplay feels 
unique on the current gaming 
landscape — Aliens versus Predator 
notwithstanding. 

It takes a sufficient mental shift 
to make the most of the alien form, 
thanks to perspective shifting from 
first to third-person. However the 
ability to cling onto any surface 
makes that discomfort acceptable, 
especially when you have the 
opportunity to plunge your inner 


jaw into the pink innards of another 


¢ 


Ua s= 
players’ skull. Colonial Marines 
is shaping up to the Aliens 
experience players have 
always wanted, but developers 
have never quite catered for. 
Thanks to 20th Century Fox's 
foresight and Gearbox et al’s 
considerable 
ability, that’s all 
about to change. 
Hands up if 
you can't wait for 


this bug hunt to 
> (Sz Bpoomerzines 
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Isaac brings a friend... 


ead Space is a series which constantly 
D:= and entertains. The original 

came out of nowhere in 2008 to 
shock and awe players with its empowering 
dismemberment mechanic and disarming 
sci-fi setting aboard the assuredly bloodied 
USG Ishimura, whereas the second game 
dialled up the intensity of the experience 
players knew, with the Necromorph threat 
heading to a bloated human colony ina 
campaign which was supplemented by a 
series’ first: competitive multiplayer. 

Clearly Visceral Games aren't a developer 
that likes to put out boilerplate sequels devoid 
of risk, which brings us nicely to the third 
game. Dead Space 3 takes all of the tense, 
claustrophobic survival horror gameplay of 
the previous two games and funnels it into an 
experience which means that players can be 
joined in the campaign by a friend — another 
series’ first. 

Now we would usually say that co-op 
experiences are inherently less scary then 
ones of a single-player variety, but then Visceral 
Games has taken this series in surprising 
directions before and they have largely paid 
off, so clearly they've earned a bit of trust. 
Unsurprisingly, Dead Space 3’s take on co- 
operative play is substantially different from 
the norm. > 
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ayers still have the option 

to tackle the game on their own 
playing as Isaac, but if they bring a 
friend along he or she will embody 
a new character named John 
Carver. The EarthGov Sergeant is 

a fully evolved character with his 
own backstory and proclivity to 
hallucinate, much like Isaac did in 
the previous games. 

The interplay between the two 
characters is superbly detailed with 
particular set-pieces only kicking 
in when two players are taking 
part in the campaign. For instance, 
one sequence we witnessed 
featured Carver's subconscious 
creating hallucinations to prevent 
im from unlocking a door, while 
simultaneously Isaac had to keep 
his stricken partner safe as a sudden 
onslaught of ‘Necros' rolled in. 
While this was going on both 
players were having vastly different 
experiences, with Carver imagining 
giant toy soldiers lining a nearby 
wall completely cut off from reality, 
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whereas Isaac was fighting tooth 
and nail to keep his partner alive. 
The binary nature of these sections 
means that co-op is restricted to 
the Internet only, with a local option 
unfortunately not present. 

Visceral Games latest work could 
change the way gamers think 
about co-op experiences, but at 
the very least the sequel will boast 
the kind of gameplay Dead Space 
has always been known for. There's 
still a detailed workbench system 
allowing players to upgrade their 
weapons, and new suits can still be 
purchased and fortified, as long as 
you have enough credits. 

The final element of Dead Space 
3's daring make-up is the sequel’s 
new setting of Tau Volantis. The 
frigid, ice planet is a far cry from 
previous entries with wide-open 
spaces and a bright white colour 
pallet, but this again is crucial to the 
plot, as the planet holds the key 

to understanding more about the 
Necromorph threat. 


We'll hold back on the finer story 
details, including the frankly 
astounding first hour of the game, 
as really plot development is a key 
strength for this series. Jumpy 
scares, gore, and slicing and dicing 
aside, what's really exciting about 
Dead Space 3 is that it’s another tale 
in this distressingly, dark and painful 
universe with long time protagonist 
Isaac Clarke once again being put 


¢ 


through the emotional ringer. It’s a ay ~~ 
fair to say that a lot has changed <<. ee . 
since the last game, but that ee fp. os 
emphasis on f - 


emotional drama 
remains just as 
important, and 
now you can 
bring a friend 
along for the ride 


as well. m 
> (Sz Bepoomerzines 


PREVIEW | 1 wv 


OMERTA: CITY OF GANGSTERS 
Se ala 


DEV: HAEMIMONT GAMES XCOM, meet the new boss 


tele PC, he turn-based strategy genre has a 
ETA: FEBRUARY 1ST lot to thank XCOM for. Prior to Firaxis’ t 
brilliant release last year, many gamers T 


were Calling time on the tradition of moving a 

customisable squad of cronies around a giant 

map, with only the unpredictable justice of 
OIE dice rolls determining whether your team is 


Stay tuned! We're hosting some 


fe) gest eveaways inthe next fe bathed in victory or crushed in defeat. 
City of Gangsters launch! XCOM didn’t do anything different to other 
ene entries in this genre, but Firaxis did present 
veer names §— information regarding character traits, attack 


veQgcb4 skills and the perils of risk-taking in a way that 


hace laren Pane? any gamer, regardless of genre preference, 
in the mafia! Don’t forget to 
check out Omerta: City of 
Gangsters coming soon! 


@DimasiValdi 
Omerta - City of Gangsters. 


could understand. It’s a lesson more 
developers should take on, and thankfully the 
team behind Omerta: City of Gangsters have. 


| Mian Goines Mele Haemimont Games, makers of the quirky 
Tropico series, has employed a bit more of a a 
@Cali 
SORE Ce erence serious tone in their latest work, taking players 


Meee §—§ to a theme which is strangely glossed over by 
el ese games: organised crime. Cast as the boss of 
| ee ser several selectable and customisable gangsters, 
Omer: Cy of Gangster players can attempt to take over a historically 
accurate recreation of 1930's Atlantic City 

ET Al with illegal activity running rampant during 
America’s prohibition era. 

Split effectively into two components 
— one part of Omerta takes place in the 


—-~S. 
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over-world with players looking 
over the city managing which of 
their cronies goes where, dishing 
out equipment, levelling up specific 
character traits, negotiating prices 
for goods and clicking on icons 
poised above key buildings to 
initiative mission activity. 

Every action will preoccupy your 
cronies for a while, so if you need to 
pick up some illegal booze to keep 
your speakeasy supplied, that'll 
take some time. Want to collect 
some protection money from the 
surrounding businesses? That'll 
keep one of your cronies busy too. 
Thankfully you'll soon accrue 
dozens of devilish little helpers, 
all with their brand of moxy and 
voice-acting. Where it gets really 
interesting though, is the combat. 

Whenever one of these missions 
involves combat, be it due to 
player aggression or just a routine 
activity gone awry, Omerta’s second 
component springs into action: 
the turn-based tactical portion. 
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Here the over-world gives way to 

a zoomed-in perspective, with 
players no longer orchestrating their 
underworld army en masse, instead 
just whichever unfortunate souls 
find themselves in trouble. 


“XCOM saved the 
tactical strategy genre 
when it was released 
last year, but Omerta 
ba: on that revival 
in some exciting and 

entertaining ways” 


Objectives vary from killing all 
enemies to securing goods safely, 
but like XCOM you're never in 
any doubt of what your units are 
capable off, what skills they have at 
their disposal and how many action 
points or AP they have left. Combat 
is a delicate balancing act between 
moving your units into positions 


where they can easily chip away 
at an enemy unit's health, while at 
the same time not endangering 
their own too much. There are 
also player-initiated abilities, like 
shots which extend the range 
and scope of a weapon, increase 
the percentage of a shot hitting 
or better yet instantly recover a 
portion of a character's health. 
Each character has their own 
special abilities, so it pays to play 
to an individual's strengths. For 
the sake of accessibility, there isn’t 
any permadeath in Omerta, but if 
a character loses all HP during a 
mission his or her stats will take a 
permanent hit, forcing the injured 
party to recuperate at the local 
hospital before returning to crime. 
Aside from the tactical strategy 
side of things, another element that 
Haemimont has absolutely nailed 
with Omerta is the atmosphere 
and tone of the 1930s. Bolstered 
with tunes from the time, polished 
cut-scenes and some great voice- 


Your email address 


work, the story which accompanies 
the branching campaign is really 
quite something. Sure it doesn't 
take too many risks with the ‘Sicilian 
gone bad! formula, but action 
never gets too seedy or serious to 
impact the enjoyment of the source 
material. Like Tropico 4, Omerta is an 
enjoyable experience as even when 
things get decidedly tough, you'll 
still find yourself tapping your foot 
to the soundtrack. 

XCOM saved the tactical strategy 
genre when it was released last 
year, but Omerta builds on that 
revival in some exciting and 
entertaining ways, including a 
separate Skirmish mode and 
multiplayer turn-based tactical 
combat — something Firaxis never 
attempted in their 
reboot. Expect 
Omerta to turn 
quite a few heads 
when it's released 
this February on 
Xbox 360 and PC. = 


IQ 


Click here for up-to-date 
prices and offers now! 
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TOMB RAIDER 


NEW LARA, NEW RULES 


hen you think about game Lara Croft was a complex character who and unaware of the true evils of world While the campaign is being developed 
history, it's hard to come up with meant different things to different people, travel — no, not baggage weight restrictions, by Crystal Dynamics, Square Montreal 
a heroine more well-known than so it isn’t surprising that Crystal Dynamics mercenaries! The campaign places her on are handling the competitive multiplayer. 


Lara Croft. The star of Tomb Raider was not are rebooting the franchise from the an isolated island with no hope of rescue Each mode pits two teams of eight against 
only one of the few female protagonists of floor up. All of the history of the character after the boat she was travelling on was each other, scavengers versus mercenaries, 
her time, but Core Design’s creation was a violently sunk. Marooned, she's desperate with objectives ranging from simply killing 
also a symbol which both men and women ¥ to find out if there are any other survivors enemies to collecting med-packs spread 
admired. She wasn't a damsel in distress Lara Croft was a on the island, forcing her to venture out, get | around five different maps. 

and she didn't need rescuing, instead she complex character who a lay of the land and figure out for herself Tomb Raider as we know it has evolved. 
empowered gamers in plots that took her meant different things fo what to do next. If that isn’t a sink or swim Here's hoping Crystal Dynamics haven't 

and the player all over the world. It didn't different people” moment we don't know what is. And to chucked the babe out with the bath water. m 
matter if she was facing tigers, ancient PEOP make matters worse, Lara has to contend 

warriors, crazed gunmen or occultists, Se ee with bloodthirsty mercenaries whose Te 


Lara won out in the end. Of course there is being pushed aside for a fresh start, motives are as unclear as their origins. 

was that other side to her design though, with 2013's Lara coming across as more The campaign structure seems less linear 
namely those irresponsibly sized breasts, vulnerable and more sensibly proportioned. than previous Tomb Raiders as players will Click here for up-to-date 
the skin-tight hot pants, and those ‘sounds’ This reboot focuses on Lara early in her have ample opportunity to take part in side prices and offers now! 


she made when she expired underwater. relic-hunting career. She's inexperienced quests and explore island surroundings. 
> (Sz Bepoomerzines 
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Black Ops 2: Revolution DLC) 


Ops 2 is the biggest the franchise has 

ever enjoyed. Revolution features four 
new competitive multiplayer maps, a new 
weapon dubbed the ‘Peacekeeper SMG’ a 
new zombie mode where players can actually 
embody the walking dead themselves, and a 
new objective-based zombie map. 
Each of the four new competitive maps 
have own unique aspects, be it ‘Grind’ with 
its skate park setting or ‘Hydro’ with the 
ever-present threat of avalanches penalising 
anyone who ventures outside the map’s 
ski-lodge setting. We can imagine spending 
many hours discovering the various 


Te first map pack for Call of Duty: Black 


Lett for Dead 2: Workshop 


alve’s games have to be most 
feces releases on the planet, and 

that’s for two all-important reasons. 
First off, their games are usually ridiculously 


PUB: 
DEV: 
Out Now 
(Xbox 360 only) 


chokepoints and superior vantage points. 
Treyarch are beginning to take chances 
with their DLC, and that’s a wonderful 
thing to see. Call of Duty is crying out for a 
decent slice of innovation, and this team is 
beginning to bring it to you. 
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good, and second is that the Source engine 
is incredibly easy to fool around with and it 
has been since it first appeared in 2004. 
Thankfully Valve has recently 
implemented a system to easily browse 
some of that modded content for their 
games right inside Steam. The Steam 
Workshop boasts mods for a host of games 
from Skyrim to Torchlight Il, and now 
another game has joined their midst: Left 4 
Dead 2. Mod makers are currently moving 
their work onto the service and already 
some great stuff is available. Check out the 
lightsaber mod, you won't regret it. 


TES V: Skyrim — Dragonborn pic) 


kyrim is a game that just keeps on 
Ss which is probably why despite 

being over a year old, the RPG is still a 
regular feature on the UK games chart. The 
appeal of Bethesda’s universe doesn't seem 
to be waning at all, and to make sure that 
trend continues, a new slab of content called 
Dragonborn is about to be released on PC 
and PlayStation 3 — around a month after it 
appeared on the Xbox 360. 

Timed exclusives remain an annoyance, 
but if you've somehow exhausted all of the 
content that’s available in this gargantuan 
single-player RPG you'll be pleased to hear 
that this new expansion adds at least 10 
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hours’ worth of all-new adventuring, not 
including side quests. If you believed your 
character was the last of dragonborn kind, 
then prepared to be educated. Dragon 
riding anyone? 


N 
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Black Mesa: Insecurity _ 


lack Mesa Source was in development 
B: eight years. Eight years! That kind of 

cycle would usually confine a mod to 
the development bin in the sky, yet somehow 


the worldwide team did the impossible last 
year by actually releasing a build of their 
work, and you know what? It was actually 
good! Brilliant in fact, which is why we want 
more total conversions for Half-Life to bring 


a the FPS masterpiece up to a standard 


players from 2013 can enjoy. Not just Half 


| Life though, what about the Opposing Force 


and Blue Shift expansions or the criminally 
forgotten Gunman Chronicles spin-off? Well, 
we're getting at least one third of that 
equation. Insecurity is a one-man effort 
which seeks to update Blue Shift to today's 
standards with assets from Black Mesa 
Source. Search for it on ModDB.com to 
witness a true labour of love. 


TOR: Rise of the Hutt Cartel pi oa 


went free-to-play last October, the 

MMORPG has been ticking over rather 
nicely. Servers are full, players are purchasing 
content from the in-game ‘Cartel Market’ and 
BioWare has slowly added new content to the 
game. Despite this stable performance, there 
hasn't been anything too earth-shattering to 
get SWT7OR players truly excited about the 
game's future and the Rise of the Hutt Cartel 
expansion is being designed to address that. 

The new content adds a new dimension to 

the Alliance versus Imperial conflict, with the 
two forces kind of teaming up to take down a 
Hutt uprising on the new planet of Makeb. 


E:: since Star Wars: The Old Republic 


GW2: Flame and Frost DIC) 


renaNet are promising big changes 
A: Guild Wars 2. The Flame and Frost 

content, the first episode of which 
debuted at the end of January, adds new 


The level cap is being raised to 55 with 
new skills and grand story-arcs bolstering 
the package. A lot of details are yet to be 
revealed, but it’s good to know BioWare has 
plans in the pipeline. 
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achievements, laurels, and a new guesting 
mechanic which allows players to team up 
with friends on other servers while keeping 
any progression, gear or XP they have. 

NCSOFT has been coy on giving up 
population figures, but Guild Wars 2 sold 
over a million at launch and seeing as 
there's no subscription fee required to play, 
we suspect many players will return to 
sample this new multiple month-long 
narrative, which according to ArenaNet 
themselves will change the face of Tyria 
forever. That's great and all, but how about 
adding some new mini-pets or maybe 
even some mounts into the gameplay mix? 
We're keeping our fingers crossed. 


Dawn of the Reapers 


ass Effect is a universe that’s crying 
out for all sorts of different games. 
Sure we've already seen the 


shooter/RPG side of things, but how about a 
political sim or a real-time RTS? 


Magicka: 


ome great games you see coming 
Ss": a long way off with protracted 

marketing spells and big budget 
celebrity endorsements, while others quietly 
sneak their way onto Steam and blow your 
expectations completely out of the water. 
Magicka definitely belongs in the latter camp, 
and last month the game's publisher Paradox 
Interactive announced that the humorous 
Diablo clone had attracted over 1.8 million 
sales during its first year on release, and that 
to celebrate, the talented folks at Arrowhead 
would release a free piece of DLC to welcome 
established fans back to the game. 

Jolnir’s Workshop is essentially just a 

wave-based survival mode with a thin layer of 
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The Dawn of the Reapers mod for the 
4X space strategy game Sins of the Solar 
Empire: Rebellion offers up exactly that, 
with players able to assume the role of 
the Reaper faction themselves. This is one 
of those great ‘what if’ mods, which is 
more of an entertaining aside rather than 
a genuine rival to whatever form the next 
Mass Effect game takes. Still, we're very 
interested to see how this multi-developer 
mod progresses, as it will show a side to the 
Reapers which no experience has before. 
To find out more about this mod, which 
isn't sanctioned by BioWare, head to ModDB. 
Unlike the Reapers it won't kill you. 


Jolnir’s Workshop DLC Prisis 


story to excuse the inevitably four-player 
co-op monster slaughter, but still you can’t 
scoff at the price. Here’s hoping we hear of 
Magicka 2 in development soon. 
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news for gamers 
http://www.n4g.com/ 


News 4 Gamers is a news website written by 
gamers for gamers. Each story is submitted 
by a member of the community and ranked 
by popularity. You can comment on each 
article, and even if you're not a fully fledged 
writer, you can submit news tips for items 
you've seen elsewhere on the web! 

The site has sections for all gaming 


E=) THE WORLD'S BEST 
SOCIAL NEWS SITE 
FOR GAMERS! 


platforms including PlayStation 3, Xbox 360, 
Wii, PC, DS, PSP and more. The Most Reais el 
When you read a story on N4G, you can nates 
click to go straight out to the full story ps 
source, making this the ultimate gaming 
news site, because it gives you access to the 
stories from all the games sites on the web, 
rather than just its own. 


